INTRODUCTION
Basically, the implantation of character values in the learning process is not a new thing in the education concept of Indonesia. As a matter of fact, the founders of this country has clearly stated about that character values into the entire principles of Pancasila as the country foundation, as it is known that all principles of Pancasila is the foundation, the philosophy and the purpose of state education. Megawangi (2004: 35) , Wolfgang, et.al. (2006) , and Rawana, et.al. (2011: 129) revealed that the implantation of character values are very important for creating the personality of a learner, therefore, teachers have to be creative in finding strategies and specific methods so that the character values can be transferred to learners through learning materials.
In principle, there are no guidelines is-sued about how to make such strategies and specific methods in implanting the character values on students while learning. However, the most important one is how the character values can be transferred, understood, implemented, and is expected to become a permanent behavior in any self-learners. Hence, according to the author in learning context, this is the opportunity for a teacher of being creative through variety of learning tools and media in explaining the lesson.
In presenting a subject matter, the use of learning media is a necessity that cannot be circumvented by a teacher. According to Polloway, Patton & Serna (2008: 321) derived from the Latin medius, which literally means the middle, intermediary, or introduction. Moreover, Fry, Ketteridge, and Marshall (2003) explained that media have very important role for conveying a message, so in the learning context, media function as a mediator between students and learning contents. In other words, instructional media is a tool for delivering the materials and messages of a lesson.
Until now, the math is one of the subjects disliked the most by students at school. The problems is caused by teachers who are too textual, theoretical and rigid in delivering course material (Noer,2014: 39; Pahrudin, & Syafril, 2018) . Furthermore, Abbas (2004: 111) and Sundayana (2013: 43) remarked that the mathematics teacher should be creative and expert at using tools and instructional media of mathematics, due to the use of the proper tools in learning will affect learning outcomes, in addition, the use of media in learning mathematics will facilitate learners to understand the material and learning message that will be delivered. It means that the use of learning media has the important role to determine the students' success in mathematics learning process.
Referring to the background described above, the authors want to explore a learning media that can be used by teachers as a media for instilling the character values for mathematics learning. The media used in this research is a game, called Congkak. As we already known that Congkak is a folk game that has already developed for such a long time in the Malay region and Asia shoreline (FAD, 2014) . However, the term of congkak are variants in several areas of Indonesia, such as in Riau this game known as Congklak, in Sulawesi called Mokaotan, Maggaleceng, Aggalacang and Nogarata. But, in several areas in Sumatra like West Sumatra, this game is called Congkak (Ibrahim,1982: 112) . Meanwhile, in several Asian countries like Philippine, Congkak game is called Sungka, in Sri Lanka called Cangka, in Thailand called Tungkayon (Ibrahim,1982: 112) .
Indonesia is one of countries with the most of the ethnic groups, traditional customs, languages and culture in the world. Remarkably, each society has different kinds of culture and folk games. Congkak is one of the most popular game delighted by Malay community in Riau Province, even today the game is often played by the community of Riau Malay particularly for students at school (Cahyani,2014: 29-30 ). According to Siregar, Solfitri, & Roza, (2014: 119) congkak is a game that has been popular among the community of Riau Malay and has already existed since years ago from the first generation to the next generation, and this game usually played in spare time.
Although congkak game is just a game for the people in Malay, but in fact, this game has the values and lessons that can actually create the character values on children as it examined scientifically. According to Prayitno (2018) the way to implant the character values toward students in mathematics learning is through playing Congklak game since in mathematics learning they must be honest, conscientious, patient, creative and responsible.
According to the authors, there are sev-eral character values that can be conveyed to students as a teacher uses congkak game as an instructional media in mathematics, such as honesty, perseverance, appreciation, hard working and other values. As it is associated with mathematics learning context, the value of the character is a basic element that must exist in mathematics learning, known by the term mathematics learning characteristics. So, congkak game can be used as a media in mathematics learning characteristics for the game will drill one's way in counting, precision, patience, honesty, game strategy setting, so it can make someone wins the game. In order to be proved scientifically, the writer interested to examine this issue in a scientific paper discussed about the content of the character values in congkak game as medium of mathematics learning characteristics. The topic is presented as the way to preserve congkak game not only for folk game, but also for an instructional media. According to the research authors related to the media of mathematics learning through the game of the people as the issues raised in this article are reproduced more. Because at this time the mathematics teacher was only focused on developing a learning media based on electronic technology. Even if creative teachers design learning media, whatever media they use will be effective and enjoyable. Moreover, arrogant game is a traditional game that is very well known by students and to get the media also does not require cost and difficult and expensive ways. In addition, this study shows that even though congkak game belongs to a traditional game among middle societies, in fact, there were characters values as it was investigated scientifically.
METHODS
The study used two methods or the combination of qualitative and quantitative, or known as(Exploratory mixed methods designs). According to Creswell & Clark (2005) combination of the two methods in a study can give space to the researchers to get more comprehensive data. Furthermore, Creswell (2017) suggested that combining the two methods in a study may also provide a more detailed picture of considered problem. They also stated that the use of two methods has its own advantages in collecting and analyzing data for obtaining more precise and qualified result.
The first phase of qualitative data was taken from five people as informants through in-depth interviews. The first phase of the data is intended for finding information related to the content of character values contained in the congkak game. The first informant was taken via purposive sampling technique. The entire interview data were analyzed thematically using NVivo 8. The thematic analysis is a flexible way of identifying, analyzing, and reporting qualitative research data. Before the whole data entered into an analysis tool NVivo 8, throughout the interview from the informants must be transcribed first, then reduced, grouped into a theme to be reported in form of dialogue or verbatim (Braun & Clarke, 2012:23-31; Engkizar et.al, 2018:103) . Furthermore, the second phase of the data taken using a questionnaire to 46 learners in an elementary school (SD) who were studying in grade V and VI, then the data was analyzed descriptively using quantitative analysis tools SPSS Windows 18.0.
RESULTS AND DISCUSSION

Results
To be more interesting, in this section the authors will report the overall results of this study in two phases; first, the results of thematic analysis of qualitative data were taken through the direct interviews with all of the informants; second, the results of quantitative descriptive analysis were taken by using questionnaires to all respondents.
First Stage (Result of Qualitative Thematic Analysis)
Based on the interview, the results of thematic analysis found that there were nine important themes related to the values of characters that can be instilled to learners through congkak game. Nine of these characters were the value of honesty, discipline, hard working, creativity, curiosity, independent, communicativeness, responsibility and appreciation for achievement. For More details, the description of character values in congkak game can be seen in Figure 1 .1 below.
Picture: 1. Description of character values in congkak game
Nine character values contained in congkak game as shown in Figure 1 .1 were conveyed by informants to the authors through direct interviews. Although they told the nine items a little bit different in manners and styles, but they have approximately the same intent. An interview between author and all informants is described in the following tables. 
Informant 4
Beside the value I have just mentioned, the other value is how to be sportive (responsible) in the game, and have to recognize friend ability (appreciative)...
Second Stage (Result of Quantitative Descriptive Analysis)
To strengthen the qualitative data that have been taken on the first phase of this study, the authors subsequently regained the quantitative data on the second stage. Here authors have to explain that the entire items (9) contained in the second phase of this research instrument was based on the interview of the first stage, which means that the research instruments of the second phase is the result of the first research phase. Based on the results of descriptive analysis (frequency) that has been done, the analysis showed overall forty-six (46) of the respondents admit that there are nine character values contained in congkak game such as honest, discipline, hard work, creative, curious, independent, communicative, responsible and appreciative of achievements. Overview and discussion of the analysis result can be seen clearly in Table 4 as follows: Table 4 above can be described as follows; in the value of honesty item, 46 respondents answered "Yes". It means that all respondents agreed that there was the character value of honesty in congkak game. Furthermore, in the value of discipline item, 36 respondents answered "Yes", 6 respondents answered "No" and 6 other respondents answered "Do not know". Thus, just few respondents said that the character value of discipline was much less understood as one of the character value contained in congkak game, but the majority of the respondents have stated that the value of discipline existed in the game. Furthermore, 44 respondents answered "Yes" in the value of hard work item, only two people answered "Do not know". As a matter of result, most of the respondents stated that there was character value of hard work in congkak game. In the creative value item 30 respondents answered "Yes", 4 respondents answered "No", and 12 respondents answered "Do not know". It indicates that few respondents considered that the value of character creativity in the congkak game was unknown, but the majority of respondents agreed to say creativity value existed in the game. In the curiosity value items, 18 respondents answered "yes", 10 responded "No" and 18 answered "Do not know". It showed that the respondents didnot understand that the character of curiosity related to the character value in the congkak game.
More over, in the value item of independent, 14 respondents answered "yes", 28 respondents answered "No", and 4 other respondents answered "Do not know". It means that the respondents agreed to say that the character value of independent didnot not exist in congkak game. In the communicativeness value item, 46 people answered "Yes". It indicates that respondents agreed that there was communicativeness in congkak game. In the item value of responsibility, 34 respondents answered "Yes", 4 answered "No" and 8 answered "Do not know". It can be concluded that the majority of respondents agreed with responsibilities value contained in congkak game. In the value of achievements item, 44 respondents answered "yes" and 2 other respondents answered "No". So, in general the respondents agreed that the character value of appreciation for achievements also contained in congkak game.
Discussion
Mathematics learning is one of the significant subjects in Indonesia curriculum. The proof can be seen through the decision making of mathematics as a compulsory subject that is always evaluated at each National Final Examination , even in every schools found the time allocated toward mathematics subject always have a longer portion than other subjects. In the context of mathematics learning, a student is expected to construct mathematical knowledge through experience that they had before. Therefore, the active learners are highly needed in the learning activities (Syafri, 2012: 67) . According to Noer (2014: 39) teachers must be creative using various tools and instructional media so that students understand the material given easily. A mathematics teacher should not be too textual, theoretical and rigid while delivering course material (Abbas, 2004: 111) . Even the math teachers have to be creative and expert at using tools and learning media with no exception through traditional games which is able to establish the values of honesty, discipline, hard working, creative thinking, have high curiosity, independent learning, communcative building, able to be responsible and always appreciate the achievements of someone else (Sundayana, 2013: 43; Anggraini & Kusniarti, 2016: 28; Damri, Engkizar, Anwar, 2017: 84; Karisma, et.al, 2018) .
The results of this study have clearly shown that the use of instructional media such as traditional games congkak as a learning medium can implant the character values to students. Based on qualitative data (interview) and quantitative data (questionnaire) in general, both informants and respondents aggreed that there were nine character values contained in congkak game, such as honesty, discipline, hard working, creativity, responsibility, appreciation for achievements. The results of this study were supported by research Polloway, Patton & Serna (2008: 321) , Fry, Ketteridge and Marshall (2003) Rahayu, et.al (2017) found that through media, teachers could convey the values and the message they want to be conveyed.
This study was also supported by Murniyetti, Engkizar and Fuady (2016: 156) , found that there were seven ways that teachers can do to instill character values to learners, such as 1) through school regulation (discipline, care for the environment, and responsible); 2) science competitions among students (creative, fond of reading, curious; 3) award program for students having achievements (respect, hard work, democratic, caring); 4) national day celebration (the national spirit, love of the homeland, respect, caring); 5) religious practice and spiritual guidance (honest, religious, responsible); 6) the scouts (creative, social care, hardworking, honest, friendly, peace-loving, democratic) ; and 7) the talented and musical group (creative and work hard, respect) .
Referring to the results of study which is supported by several previous researches, it showed clearly that the implantation of educational character values on learners can be done in various ways, based on these results one way to do so is through the medium of traditional game congkak, a folks game wellknown by society of Riau Malay for such a long time. According to Lynn, Revell & James (2007) the implementation of character values that focus on a single strategy is not sufficient enough as the way to convey character values toward learners, and so do in Leslie research & Grier (2012) and Lickona (2006) which point out that the successful on the implantation of character values to learners can be done through multiple approaches like instructional media made by teachers manually or through traditional games which is already poppular and well-known by learners. In this study, the game called congkak game. In fact, this game has proven to be used as a medium to transfer the character values to learners.
CONCLUSION
The importance of character education for learners is an indisputable necessity. There is no strict rule about the way how to implant the character education toward learners. Nevertheless, a teacher is required to design the media properly and seriously so that the character values can be implemented permanently on learners in the future. The media that can be used is congkak game because based on this study there are nine character values of congkak game that can be implanted on learners, such as honesty, discipline, hardworking, creativity, curiosty, independent, comunicative, responsibility, and appreciating achievements. Absolutely, the use of congkak game needs to be developed continuously through innovations and other ways that suitable toward the learners characteristics in one class. Somehow, although both strategy and media used are not similar, the purpose of educational character is still the same, that is creating good learners who have the valuable characteristics such as religious, honest, tolerant, discipline, hard work, creative, independent, democratic, curious, patriotic, country-loving, appreciate the achievements, communicative, peace loving, fond of reading, environmental care, social care, and responsible.
